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SIDE 1 

To use Kermit’s Electronic StoryMaker: 

□ Tbm off your computer. Insert the disk. Side 1 up, into the disk 
drive and close the drive door. TUm on the computer. 

□ When a message on the screen tells you to turn over the disk, 
remove Kermit’s Electronic StoryMaker from the drive and 
reinsert it, Side 2 up, then press RETURN. 
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OMflSmS 


Kermit, Miss Piggy, Fozzie Bear and all the Muppet gang are waiting 
for you to create a story and cast them in the starring roles. And that’s 
not all. Your epic will be illustrated and animated just as fast as you 
write. No matter how outlandish the story line, the grammar and syn¬ 
tax will always be correct. 


Using Kermit’s Electronic StoryMaker, even kids who have never read 
before can learn words by manipulating them on the screen and watch¬ 
ing animated illustrations change at the same time. You control your 
characters, backgrounds and animations with the simple flick of a joy¬ 
stick or the press of a key. 


Delight as Miss Piggy flies to the moon on a banana! Thrill to the sight 
of Kermit bouncing on a hippo in the city! Or Fozzie hiding in the jun¬ 
gle while Gonzo spins in a rocket! Kermit’s Electronic StoryMaker 
presents an almost unlimited selection of hilarious situations. 
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Welcome to the Muppet Institute of Technology 

“Where Newness Is Old Hat” 


The Muppet Institute of Technology was founded in 1858, then quickly 
losted, and not founded again until a few years ago, when Kermit the FVog 
stumbled across the place while out for a short hop. 

Today, the Muppet Institute of Technology is one of the most famous 
institutions of higher learning in the world—and not only because the class¬ 
rooms are in a very tall building. Indeed, many useful inventions have been 
produced at the Muppet Institute of Technology. Some of the more mem¬ 
orable include the automatic luggage packer, the diesel-powered toenail clip¬ 
per, and the electronic burnt-toast scraper (for both whole wheat and rye). 

The Muppet Institute of Technology is on the scraping edge of innovation, 
but it is also rich in tradition. Each April, for instance, the campus is home 
to the famous “Toasting of Spring,” during which students dress up in slices 
of warm toast (whole wheat or rye) and pour chocolate all over themselves. 
Other well-known school traditions include the ceremonial “Dunking of 
the Textbooks” (in vats of hot chocolate) and the impressive but secret 
“Parading of the Bicklefirp,” a ritual so closely guarded that all spectators 
and participants must be blindfolded before it can be performed. 

Emblematic of the Institute’s proud history is its long list of graduates. 
Among the most well known are Fozzie Bear, who was the founding (and 
only) editor of the short-lived M.I.T. humor magazine, Funstitute; The 
Great Gonzo, former captain of the Institute’s world-class being-shot-from-a- 
cannon team; and, of course. Miss Piggy, who is in a class by herself. (That 
class, incidentally, is M.I.T.’s extremely unpopular postgraduate survey of 
primitive frog-luring techniques.) Among the least known graduates are 
Herbert Slug, whose attempts to perfect the cold-air balloon were as brilliant 
as they were futile; Brenda Brent, inventor of a device for changing the color 
of eyebrows; and chocolate-and-toast heir Robert X. Bicklefirp, about whose 
life and career nothing, absolutely nothing, may be revealed (sorry). 

The faculty of the Muppet Institute of Technology is headed by Professor 
Bunsen Honeydew and his assistant. Beaker. Among Dr. Honeydew’s many 
important discoveries are nonstick tape, glow-in-the-dark shoes, and instant 
toast (both whole wheat and rye). Incidentally, one day in the lab (around 
lunchtime). Dr. Honeydew made what he regards as an even greater discovery: 
that he really doesn’t like tuna fish-and-olive sandwiches. 

Now, thanks to the magic of the personal computer, you and your child 
can become part of the continuing Muppet Institute of Technology saga. 

Once you have removed the floppy disk contained in this package from its 
protective plastic sleeve and have placed it in your computer’s disk drive, you 
will be entitled to hang the attached M.I.T. diploma (suitable for framing) 
upon your wall, to dress yourself in a slice of warm toast (whole wheat or 
rye), and to dunk one of your textbooks in a vat of hot chocolate. And, with 
continued study, you someday join the select few who can proudly say 
(only in secret, of course): “I have participated in a Bicklefirp parade.” 
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About the Authors 

Joyce Hakansson Associates is a team of artists, programmers, educa¬ 
tors, game designers, musicians, and writers who produce playful educa¬ 
tional software for children. A clear philosophy guides the firm’s approach to 
software development—the philosophy of its founder and creative director, 
Joyce Hakansson. “We like to build exploratory worlds for children to investi¬ 
gate—worlds full of sparkling graphics and music and a good measure of 
giggles. I want every aspect of a program, even the most subtle, to serve an 
educational purpose.” Research and “kid testing” is conducted throughout 
production and development by a team of educational specialists. The 
researchers evaluate children’s reactions to the programs, considering a wide 
variety of factors. Then they refine the program in response to this feedback. 

Every product developed by Joyce Hakansson Associates provides children 
with a fun-filled, interactive learning environment where they can enjoy rich 
and varied experiences. 

Joyce Hakansson Associates, Inc. 

President: Joyce Hakansson 
Programmer: Sylvia Perez 

Concept: Mitchell Rose, Ruth Young, Joyce Hakansson and Bruce Mackey 
Art and animation: Beth Lewis, Ruth Young, Mitchell Rose 
Game design: Beth Lewis, Ruth Young, Sylvia Perez 
Music: Phil Aaberg 

Educational research: Sandra Curtis, Ph.D. 

Christopher Cerf is an author, editor, producer, humorist, composer, 
and computer software designer. He was the founding editor-in-chief of the 
Children’s Television Workshop Products Group, responsible for organizing 
CTW’s efforts to create educational books, toys, records, and games based on 
“Sesame Street” and “The Electric Company.” He has won two Grammy 
Awards for Best Recording for Children. 

Along with Elisabeth Scharlatt and Ronnie Shushan, he created Kids: Day 
In and Day Out, a manual “by parents for parents,” which was nominated for 
an American Book Award. He also conceived and co-edited “Not The New 
York Times,” the trend-setting newspaper parody. 

In recent years, a major focus of Christopher Cerf’s multimedia talents 
has been the creation of computer software featuring Jim Henson’s Muppets. 



For Additional Help 

If you have questions or need more help, call our Product Support 
Center at (201) 592-2900. 







Note to Parents 


For generations, reading has been taught through the 
presentation of words and pictures. Now for the first time, 
thanks to the unique interactive capabilities of the computer, 
Kermit’s Electronic Story Maker invites children to read by 
showing them, unmistakably, the one-to-one correspondence 
between words and their meanings. Just as fast as kids can 
place a word on the screen they’ll see it illustrated in full 
color! And because computers—unlike books—can present 
animation, verbs as well as nouns and adjectives can be 
clearly, and amusingly, depicted. 

Using the clever graphics of Joyce Hakansson Associates as a 
guide, even children who have not yet learned to read a single 
word can “write” and edit stories by simple trial and error. And 
they can’t make any mistakes. The program will permit the cre¬ 
ation of literally thousands of different sentences. And although 
some of them will be delightfully absurd, every single one will 
be grammatically correct. 

Kermit’s Electronic Story Maker provides an environment in 
which your child can develop a sight-reading vocabulary, begin 
to understand the meaning of words in context, play with differ¬ 
ent combinations of words (sentences!), and most important 
of all, have a terrifically good time. And you will enjoy writing 
and experimenting too! 

To support the educational goals of the software, we’ve in¬ 
cluded in this booklet Kermit’s StoryMaker Dictionary, which pre¬ 
sents in a humorous storybook setting all the words—and many 
of the situations—children will encounter as they play with 
the program. At first, you’ll want to read the Dictionary aloud 
to your kids. Before long, they’ll probably be reading it to you. 

On the Apple II series of computers, you may have to help a 
young child plug in the joystick. If your joystick is the type that 
has two buttons, either button will work at all times. 

After you insert the Kermit’s Electronic StoryMaker disk 
into the disk drive and turn on the computer, you’ll see a 
message on the screen asking you to turn the disk over and 
press RETURN. You may have to do this for the child. We’ve 
made saving and erasing stories as easy as pressing a button, 
but you will have to prepare a blank formatted disk on which 
the stories can be stored. Step-by-step instructions for doing 
this (in plain English!) are included in this manual. Have fun! 
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Joystick Button 


OntOff 


Disk Drive 
OntOff 


To begin writing your stories you will need an Apple II series 
computer, with at least 64K of memory and a monitor or TV. 
A joystick is optional. 


Let’s Get Started 

□ If you wish to use a joystick and it isn’t plugged in, turn off 
your computer and plug it in now. 

□ You can use the computer keyboard if you don’t have a joy¬ 
stick. Press ♦- to move left or to move right. Press 0 

or t to move up and [D] or I to move down. Press RETURN 
to spin through your choices or to make menu selections. 

Hold the keys down or use the repeat key to move quickly. 

□ Insert Kermit ’s Electronic StoryMaker into the disk drive 
with Side 1 up. Close the drive door and turn on your computer. 

□ When a message on the screen tells you to turn over the 
Kermit’s Electronic StoryMaker disk, remove the disk from 
the drive and reinsert it. Side 2 up. Press RETURN. 

□ Now you’ll see the title screen followed by a credit screen. 

□ Next your computer will ask you for your name. TVpe in your 
first name and press RETURN. 

In Kermit’s Electronic StoryMaker you are the storymaker. 
You control the words, the backgrounds, the main character. 





















and the action. The Muppets will act out your stories for you as 
you write. When you are finished you can save your story on 
disk to play back for your friends. 




Insert your disk carefully 
into the drive. 


Keep your disk away 
from magnetic fiel^. 
They can erase it. 



Keep your disk in its jacket 
when you're not using it. 


Do not touch the exposed 
areas of the disk. 



Store it in a temperature 
between 50''-125° F. or 
10^-52° C. 


This Is the Story Screen 



The main screen is the story screen. This is where you create 
your sentences and where the action takes place. You will see 
this screen every time you begin a new sentence. Think of this 
screen as a blank page. 







































Now, Write Your Sentence 

The white lines across the top of the screen are for words. 

You put together your sentence by moving the arrow up to 
these lines and pressing RETURN or the joystick button to spin 
through a selection of words. As you build each sentence you 
will pick 

□ the main character for your sentence. This could be Miss 
Piggy or Kermit or Fozzie Bear or Gonzo or even the bathtub. 
There are many characters to choose from. You decide! 

□ the action. What would you like your character to do? Spin? 
Bounce? Fly? Swim? Dance? Take your pick! 

□ the location. Where would you like your sentence to take 
place? Spin through backgrounds and you will see the jungle, 
the city, and many other settings. Your story can even take 
place on the moon or in the sea! 

□ a vehicle. Would you like to put your character in a rocket? 
How about on a hippo or a banana! 

Not all your sentences will look alike. As you build your story, 
the program will surprise you with different sentence struc¬ 
tures. Some sentences are long while others are short. Some¬ 
times your main character is the first word in the sentence, but 
at other times the sentence begins with an action or a scene. 

Spin Those Words 

Using the keys or your joystick, place the arrow on the first 
line at the top of the screen. This line will light up when your 
arrow is on top of it. This means that it is ready for a word. 

Press RETURN or the joystick button and spin through a selec¬ 
tion of words to fill that blank. When you have picked the word 
that you want, just move your arrow to the next line and pick 
your next word the same way. You can even go back and change 
a word that you have already chosen. 

Let’s Play for a While 

■ When you have filled in all of the blanks and have writ- 
I ten your sentence, move your arrow to the top of the 

screen and place it on top of the little picture of the 
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joystick. Now push RETURN or the joystick button. This will 
allow you to move your character all over the screen using the 
keys or your joystick! Play and experiment. You can release the 
control by pushing RETURN or the joystick button again. Now 
try going back up to your sentence and changing your charac¬ 
ter or your location. Then place your arrow on top of the joy¬ 
stick picture again, press the button, and play some more. 


On to the Next Page 

When you’ve finished building your sentence and playing 
on this screen, move on to the next page. You can do this by 
moving your arrow to the top of the screen and all the way to 
the right. The arrow will move off the screen and on to the 
next page. 


Want to Change Your Mind? 

To change a word from a previous page, move your arrow up 
to the top of the screen and all the way to the left. You can flip 
back through the pages until you get to the one you want to 
change. Then move your arrow to the word that you want 
changed and spin through the choices. After you have finished 
with your changes, move the arrow all the way over to the right 
again and you can flip forward until you reach the page that you 
were working on before. 

Music, Sweet Music 

pm Each action has its own special sound effect or music. 

Jj I You can turn the sound on and off by placing the 
■ ■ arrow on top of the picture of the music note and 
pressing RETURN or the joystick button. The color of the note 
changes to tell you whether the sound effects and music are 
turned on or off. 

Ending Your Story 

"^"O IT To end your story, move the arrow to THE END and 
IT KI RETURN or the joystick button. You will then go 
Cl INI LJ to the MENU screen, where you can save your story, 
read it, change it, or erase it and start again. 

















What’s on the Menu? 

H Kermit’s Electronic StoryMaker gives you several 

options. You can save a story on a separate disk. You 
can erase your story from the disk or from the com¬ 
puter’s memory. You can read the whole story or just part of it. 
You can make changes if you go back to a current story. To do 
any of these things, you must use the MENU screen. Move your 
arrow to the little picture of the disk and press RETURN or the 
joystick button to go to the MENU screen. 

Want to Save Your Story? 

To save your story: 

□ Insert a formatted disk into the disk drive. 

□ Move your arrow to SAVE THIS STORY and press RETURN or 
the joystick button. 

□ Remove your Kermit’s Electronic StoryMaker disk from the 
drive and insert a formatted disk, close the drive door and 
press RETURN. 

□ The computer will list the stories already on the disk and ask 
you to give your story a name. The name can be up to 25 
characters long, including letters, numbers and spaces. TVpe 
your title now, and then press RETURN. 

□ The red light on the disk drive will stay on while the story is 
being saved. When the red light goes off, take out the format¬ 
ted disk. Put in the KermiVs Electronic StoryMaker disk, 
with Side 2 up. Press RETURN. 

Need to Format a Disk? 

To save your stories, you will need a blank formatted disk. 
Prepare one ahead of time so that it is always ready when you 
need it. Here’s how to format a blank disk: 

□ Insert your DOS 3.3 system master into the disk drive. 

If you have two disk drives use drive 1. 

□ Turn on your computer. 

□ Remove the DOS 3.3 disk and insert a blank disk into the 
drive. 

□ TVpe INIT HELLO. 
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□ Press RETURN, and wait for the red light to go off. 

□ Now you can use this disk when you want to save a story! 

Reading a Story You’ve Saved 

To read a story that you’ve saved on a disk: 

□ Move the arrow to GET AN OLD STORY and press RETURN 
or the joystick button. 

□ If you are currently writing a story, the computer will ask you 
if you want to FORGET your current story. Type YES if you 
want to forget this story and go on to read an old story. TVpe 
NO if you decide to continue writing your current story. 

□ Remove the Kermit’s Electronic Story Maker disk, insert your 
saved story disk into the disk drive, close the drive door and 
press RETURN. 

□ The computer will list all the stories on the disk and ask 
you for the name of the story you want to read. 

□ TVpe the name of your story and press RETURN. The red light 
on the drive will light up as your story is loaded. 

□ When the red light goes off, insert the Kermit’s Electronic 
StoryMaker disk. Side 2 up. Press RETURN. 

□ The MENU screen will appear again. Move the arrow to READ 
THIS STORY and press RETURN or the joystick button. 

Erasing Your Story from a Disk 

To erase a story from a disk: 

□ Move your arrow to ERASE AN OLD STORY and press the 
joystick button. 

□ The computer will list all the stories on the disk and ask 
you for the name of the story you wish to erase from the disk. 
TVpe in the name and press RETURN. When the computer 
checks to make sure that you really want to erase your story, 
type YES or NO. Press RETURN. Remove Kermit’s Elec¬ 
tronic StoryMaker from the disk drive and insert the story 
disk and press RETURN. When the red light on the disk drive 
goes off, remove the story disk and insert the Kermit’s Elec¬ 
tronic StoryMaker disk with Side 2 up. Press RETURN. After 
a story is erased you will go to the MENU screen to decide 
what you want to do next. 
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Forgetting Your Current Story 

To erase a story you’ve just written, move the arrow to FOR¬ 
GET THIS STORY and press RETURN or the joystick button. 
The computer will ask you if you are sure that you want to erase 
the story. TVpe YES or NO, then press RETURN. 

Reading a Whole Story 

If you want to look at a story that you’ve just written, move 
the arrow to READ THIS STORY and press RETURN or the 
joystick button. Your story will play back starting with the 
Title Page. 

Reading a Story Page by Page 

If you want to make changes to a story you’ve just written, 
move the arrow to GO BACK TO THIS STORY and press 
RETURN or the joystick button. You can now make changes. 

How About a Few Helpful Hints? 

□When you give your story a name, write it down on a piece 
of paper. Be sure to write it exactly as you typed it on the 
computer. Use it when you want to SAVE a story or GET a 
story into the computer from a disk. 

□ Have a formatted disk on hand so that you can save your 
stories when you want to. 

□ These are your stories. Be as silly as you wish! Remember, 
bananas can fly! 


Morth 


Srho'ol 
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A < 


StoryMaker Dictionary 


banana 

This is the banana. 



barks 



A dog barks at the banana. 


bathtub 

The banana is in 
the bathtub. 

























14 



bird 



A bird barks at the banana. 


boat 



bounces 































car 

The bathtub 
bounces 
in a car . 


cave 

The bathtub is in a car in a cave. 




chicken 

In the cave is 
a chicken. 
























city 

Now the chicken is in the city. 



clock 


cow 


In the city, 
there is a clock. 


There is a c^ 
in the city, too. 



























desert 

The bathtub dances 
in the desert . 



flies 

The banana 
over the desert. 





n--TTlffl81rf^-- I I II in'i'i' 
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Foo-Foo 

Foo-Foo is Miss Piggy’s dog. 




Gonzo 

Gonzo bounces by in the banana. 


Fozzie 

Fozzie dances in the desert. 
Foo-Foo barks at him. 




















harbor 
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^ hides 


Gonzo hides in the harbor. 









hippo 

There is a hipi^o 
in the harbor. 

On the hipi5p 
is Fozzie. 






































The bathtub is 
in the banana. 


in 

The banana is in the bathtub. 



ffffniTiTniT/TiTrr/TJTJTnn'lTiTiTiTn’JTJTn’iTJT/TjT 
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Kermit 

Kermit the Frog is in the jungle, too. 



Now Kermit and the car are in the librar y. 



Miss 

Miss Piggy dances in the library for Kermit. 
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monster 

A monster bounces into the library. 
Miss Piggy hides. 



moon 

The cow is on the moon. 


moos 

The cow moos 
on the moon. 
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on 

Miss Piggy is on the banana. 
Kermit is in the banana. 


oom-pahs 


In the library, a tuba oom-pahs. 



Piggy 

The tuba oom-pahs at Miss Piggy . 
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plane 

The monster flies in a plane in the library. 



rat 

In the city, a rat 
watches the moon. 



rings 

A telephone rings 


for Kermit. 




i 
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sea 

Now Kermit rolls in the rocket under the sea. 





. 






rocket 

Kermit flies in the city in a rocket . 



rolls 

On the moon, Kermit rolls in the rocket 
away from the rat. 
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sleeps 

Gonzo sleep s in the desert while Fozzie dances. 

























spins 



squeaks 

On the moon, the rat sq ueaks while Gonzo 


spins on the hippo. 











































telephone 

The telephone rings 
for Fozzie. 


Fozzie is on 
the telephone. 




television 

Fozzie dances on the 
telephone on television. 
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the 

A banana. The banana. 



theater 

In the theater , the banana bounces 
and the bathtub sits. 
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ticks 

The clock ticks while the banana bounces. 



tuba 

The tuba oom-pahs while the bathtub spins. 



tweets 

In the jungle, the bird tweets at Miss Piggy. 
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under 

Kermit is in the plane. Miss Piggy is under it. 



walks 



Miss Piggy walks in the jungle. 



watches 

Miss Piggy watches in the jungle while 
Kermit flies in the plane. 





























while and as 

(While and as are words we use when we talk about things that 
are happening at the same time.) 

While Kermit watches, and ^ Miss Piggy walks, 
everybody else does everything! 



































Kermit’s Electronic StoryMaker (APPLE) 

REPLACEMENT ORDER FORM 

Please use this form when ordering a replacement for a defective diskette. 

A. If Ordering within Thirty Days of Purchase 

If a diskette is reported defective within thirty days of purchase, a replacement diskette will be provided free of charge. This 
card must be totally filled out and accompanied by the defective diskette and a copy of the dated sales receipt. In addition, 
please complete and return the Limited Warranty Registration Card. 

B. If Ordering after Thirty Days of Purchase but within One Year 

If a diskette is reported defective after thirty days but within one year of purchase and the Warranty Registration Card has 
been properly filed, a replacement diskette will be provided to you for a nominal fee of $5.00 (send check or money order 
only). This card must be totally filled out and accompanied by the defective diskette, a copy of the dated sales receipt, and a 
$5.00 check or money order made payable to Simon & Schuster, Inc. 

name--PHONE NUMBER! )_ 

ADDRFRR _____ 

CITY----STATE_ 7iP _ 

PURCHASE DATE ____ 

PURCHASE PRICE-____ 

COMPUTER BRAND & MODEL_____ 

Please send all requests to Technical Support Center, Simon & Schuster, Inc., Route 9W, Englewood Cliffs, NJ 07632; ATTN; 
Replacements 

NOTE: Simon & Schuster reserves the right, at its option, to refund your purchase price in lieu of providing a replacement 
diskette. 
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North Elementary Sctwol 
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